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Abstract 
The need for knowledge as accurate and complete for the realities of sport performance, scientific basis of strategic decisions, 
tactical and operative organisation require an integrated system of means and methods for the collection, processing, analysis, 
storage and transmission of information related to all facets of the sport to those interested. The effective preparation of the team 
shall be subject to the development and implementation of programmes with an appropriate content in relation to the desiderata 
contained, to make these new operational information, extrapolating them from theory in the practice of athletic training. 
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1. Introduction 
Statistics is the science that is based on the notion of probability, and computing is the science that is based on the 
notion of uncertainty (Gagea, 2000). 
Statistics was established as a discipline concerned with the collection, testing, processing and interpretation of 
numerical data relating to social phenomena (Rotariu, 2006). 
Statistics is a body of methods used to collect, describe and analyze numerical data from observations or scientific 
investigations. Statistics focuses therefore on numerical representations of various aspects of reality, that is, on what 
can be count, measured or quantified (Clocotici, 2000). 
Statistics was established as a discipline concerned with the collection, testing, processing and interpretation of 
numerical data related to the phenomena of mass, so the math has countless applications in statistics ( Bocoș, 2007). 
Thanks to computers, the data-processing statistics (results values) and even information has become one of the 
most common, and used, in all fields of scientific ones. And in the academic community, appreciates the EFS 
important instrument of knowledge of statistics, the interest manifested in particular for applied statistics with the 
help of computers (Gagea, 2007). 
Click and Scout is the new statistic software for Indoor and Beach Volleyball that allows you to use touch screen 
devices at their maximum potential, it can also be used on PC’s and laptops and runs with Windows, Windows 
Tablet and Mac OS.  
With Click and Scout you simply need to touch the court on the screen to scout the serve, reception, attack and 
block from the first to the last point. If you don’t have a touch screen device you can do so by using the mouse. The 
appealing and user friendly interface is one of the main points of Click and Scout as it was developed to us directly 
on the bench (www.dataproject.com).  
At every point the receiving team will position its players on the screen according to the usual standard schemes 
in order to immediately reproduce the situation on court. This allows the scout man to scout regardless of the 
player’s number because the direction of the serve corresponds to the position of the receiver on court. Needless to 
say the scouting code can be modified at all times to stay in line with the complete versatile philosophy of the 
company (www.dataproject.com). 
The possibility to analyze the match in real time is what we define the finishing touch to Click and Scout! You 
can call a time-out and replay the serve directions of the other team to your team or you can focus on the attack 
directions in a specific rotation (www.dataproject.com). 
Click and Scout is designed to be the most effective statistical tool used in real time, for the non-professional 
users or for a professional coach that simply wants a quick scout. This is the reason why Click and Scout is placed 
right next to Data Volley. They share philosophy and compatibility, but Click and Scout is not here to take Data 
Volley's place (www.dataproject.com). 
In the literature, especially in the vernacular, these issues are not studied in detail, the manuals of volleyball 
stopping more experience coaches, we have to admit, it's not negligible but in order to keep up with the current level 
of volleyball, it requires the integration of sport activity of modems, and cutting-edge technologies must make place 
among concerns continued professional development of coaches in volleyball. 
The difference in value between the international and the national volleyball is perhaps one of the fundamental 
arguments in this complex, difficult and necessary upgrading and also the conceptual and methodological 
improvement. 
In the case of sports games in general, and volleyball, in particular, the analysis of the effectiveness of the 
technical and tactical conduct in competition, the team as a whole, but also of each player in the hand, is considered 
to be the most effective way of:  
x Diagnosis of each factor affecting athletic performance; 
x Selecting quantization parameters and quantitative-qualitative weighting; 
x Dynamic-adaptive ranking of priorities to address the components of the training process; 
x Development of the conception of training of technical staff; 
x Addressing strategies in official competitions, in particular. 
To gather complete information on your opponent, it is helpful to have statistical data regarding all performances 
on each skill by each of their players. This material should be combined with empirical observation and the 
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rotational given in the preceding section to form the scouting report and complete a game plan which will be used to 
make strategy decisions for your match (http://www.fivb.org). 
 
1.1. Purpose of research 
The aim of this research consists in using the statistical type of information, offered by the software Click and 
Scout during a volleyball game, which may facilitate the provision of technical-tactical information about the 
opposing team and about the behavior of the team in the game (individual and collective), with regard to the court 
settlement, the layout of the teams get on each rotation, the blocking organization and the defense system, individual 
directions of attack, each opposing player's service directions, so that they reached in real time to the head coach, 
will allow him for proper stewardship of our own  team tactics and effectively counteract the adversary game. 
1.2. Research hypothesis 
In compiling the research we started from the assumption that the use of the statistical programme Click and 
Scout, allows us to obtain data, rapid, timely and complex, which will determine the process of preparation and 
conduct of the competition in real time with immediate regulatory effects, on the basis of data received from the 
coach, he will prepare better the next game. 
The research hypothesis is as follows:  
x Using the information provided by the program Click and Scout, as a means of computerised support will result 
in more efficient technical and tactical actions of players through specific training to each game in the 
competition.  
1.3. Research subjects 
The research was carried out over a period of one week, during the National Volleyball Championship 2013-
2014, between stages 1 and 2, on a number of 14 subjects, volleyball players of CSU "Medicina" Târgu Mures. 
 
                                                     Table 1. The research subjects 
 
Nr. SUBJECTS ROLE IN THE TEAM 
 
1. P.O. SETTER 
2. P.I. SETTER 
3. T.S. OPPOSITE 
4. I.V. OPPOSITE 
5. K.O. OPPOSITE/OUTSIDE HITTER 
6. T.R. OUTSIDE HITTER 
7. R.A. OUTSIDE HITTER 
8. B.A. OUTSIDE HITTER 
9. I.A. MIDDLE BLOCKER 
10. L.U. MIDDLE BLOCKER 
11. P.A. MIDDLE BLOCKER 
12. P.E. MIDDLE BLOCKER 
13. G.O. LIBERO 
14. O.Z. LIBERO/ OUTSIDE HITTER 
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1.4. Research methods applied 
In carrying out the research have used the following methods: 
x Documentary method – study of specialized bibliography, which has made this theoretical work. The studied 
materials also helped us to formulate ideas and reflections, which enabled them to clarify the issues and 
uncertainties that arose during the experiment; 
x Observation method – was carried out throughout the research activity, both spontaneous and purposeful 
observations. Events and actions which have been recorded in the worksheets, which will be selected and used in 
producing the work; 
x Experiment method – ensures a practical and objective concrete, through which we will demonstrate the 
reasoning from scientific point of view, and we'll get the answers to the assumptions made; 
x Graphical method – allows us to view the relevant development outcomes, the differences between the results 
obtained in the different moments of registration. 
2. The Match 
CSU ”Medicina” Târgu Mureș – ACS Penicilina Iași 3 – 0 
 
The match took place in the Anton Pongratz Hall, located in the University of Medicine and Pharmacy of Târgu 
Mureș, on 19/10/2013, starting at 6: 00 pm and was refereed by the Brigade composed of S. C. (Referee 1) and P. T. 
(Referee 2). 
The meeting between the two teams had a 67 minute duration, a short one, because the Iași team was a newly 
promoted in first division and as constituted from very young players without a great experience. 
The statistical parameters are provided by the Click and Scout software. 
 
Table 2. The match report 
 
Nr. 
Crt. 
CSU 
Team 
Points Service Receive Attack 
Tot. BP. W-L Tot. Err. Pct. Tot. Err. Pos. 
% 
Tot. Err. Blo. Pct. 
 
Pct. 
% 
1. I.V. - - - - - - - - - - - - - - 
2. K.O. 12 6 +9 7 1 - 11 - 82 18 1 1 9 50 
3. O.Z. - - -2 - - - 12 1 75 - - - - - 
4. I.A. 6 6 +2 15 1 3 - - - 6 - - 2 33 
5. L.U. 12 4 +8 13 2 - - - - 12 1 - 10 83 
6. T.R. 4 2 +1 4 - - 3 - 100 11 1 2 4 36 
7. R.A. 11 7 +5 9 1 2 18    4 61 9 - - 7 78 
8. P.I. 1 1 -1 4 2 1 - - - - - - - - 
9. P.O. - - -2 9 1 - - - - 1 - - - - 
10. T.S. 17 10 +12 12 1 3 - - - 28 1 2 13 46 
11. P.A. - - - - - - - - - - - - - - 
12. B.A. - - - - - - - - - - - - - - 
Total Echipă 63 36 +32 74 9 9 44 5 73 85 4 5 45 53 
Legend: Tot= total, BP.= Break Points, W-L= points win/lost, Err.= error, Pos. %= positive receive percentage, Blo.= blocked atacks, Pct. %= 
total points percentage. 
 
In the match, taking each player individually, we can observe the following: 
x Player I.V. was not introduced in the game; 
x Player K.O., who started the match in the first six players, had a very good ratio of points won/lost, + 9, a 
positive percentage of 82% and a total of 18 attacks, but a minus on the percentage points from attack of only 
50%; 
x Player O.Z., from a total of 12 receive, had a very good percentage of positive receive of 75 %, and a single 
mistake; 
x Player I.A., who started the match in the first six players, had 3 points direct from services, but a percentage of 
points from the attack of only 33%; 
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x Player L.U., who started the match in the first six players, had a +8 on the win/lost points, with a winning 
percentage of 83%, but also a minus in terms of service with 2 errors; 
x Player T.R., who started the match from the bench, had a percentage of positive receive of 100%, but a 
percentage of just 36% of direct attack points; 
x Player R.A., who started the match in the first six players, had a good ratio of points won/lost of + 5, a very good 
percentage of points of attack, 78%, but 4 errors from receive.  
x Player P.I., who started the match as a reserve, had a minus on service with 2 mistakes; 
x Player P.O., who started the match in the first six players, has not had a record with pluses or minuses; 
x Player T.S., who started the match in the first six players, had a very good won/lost points, + 12, 3 points from 
service, but only 46% in points from attack; 
x Player P.A., was not introduced at all on the ground; 
x Player B.A., was not introduced at all on the ground. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Fig. 1. Summary of the game;  
 
From the Fig. 1., with the summary of the game, we can observe: 
x Points: from 63, 36 points were break points, a number of + 32 points won/lost, which is fine considering that the 
opponent did not put us many problems and the difference was being made only on the final of each set; 
x Service: from 74 services 9 was wrong, a number too high considering that we play only 3 sets, with a total of  9 
points; 
x Receive: out of a total of 44, 5 were wrong  and a good percentage of positive receive, 73%; 
x Attack: from a total of 85, 4 was errors, 5 attacks have been blocked by the opponent and 45 direct points from 
attack. 
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Fig. 2. Team total; 
3. Conclusions 
 
Most of the teams are making the statistics manually but by buying special statistics programs they can have 
access to much more information regarding every element. Such programs require a staff member to learn how to 
input the information, but it is very easy by using Click and Scout, due to the use of a smart touch screen tablet and 
the user friendly interface of the concerned software. 
If you have enough specialized personnel to learn special statistics software, it is proper to keep statistics during 
practices as well as matches, with regard to the attack in our case. Assessing individual players during practice 
provides coaches with information they need to make lineups, see the attack directions in practice, make special 
exercises for the attack directions of the own team, or even with basic information such as positive or negative 
attack points that each player has. 
It is better to combine information gained through statistical analysis with the coach evaluation on every player 
with knowledge providing the team with its best opportunity to win. 
It is very important to use statistical software because you can motivate your player with the statistical paper, 
because the players that do not appear, they will know for sure that they are at risk of not playing in matches. 
Click and Scout statistical program, take components that store digital records, evaluate and provide feedback 
information to the technical staff, the head coach in particular, with effects on the behavior of the team, in terms of 
tactical and technical efficiency. 
It was an easy match, the difference was made on a good service, even though there were a few mistakes because 
the service was strong, the positive receive was very good, of 73 percent, while the percentage of points was good, 
of 53. 
From the match report we can say, that in the practice we have to work more on service, because we have 9 
wrong services in a very short game. 
With the player R. A. we have to work more in receive, because she have 4 directly mistakes from the team total 
of 5 and with player I. A. we will work more in attack, because she play as a middle blocker and only two point 
from attack are less that we are expecting. 
Statistical parameters were good, the team has performed well, even though with a little more concentration 
could avoid a few individual errors and the match was won with 3-0 with low energy consumption, but the 
opponents were inferior in terms of value and it's hard to motivate your team properly in this kind of games. 
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